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1. Basic Plot 


The game is based on the upcoming Dreamworks film Shrek the 
Third, specifically its focus on the newly-born children of the main 
characters. The player takes control of a baby of their choice - baby 
ogre, dronkey, gingerbread baby or kitten in boots - and cares for 
them in a variety of environments. The babies in turn develop, become 
more outgoing and learning new abilities over time. 


2. Gameplay Basics 


There are two basic gameplay modes: one in which the baby is cared 
for an interacted with by the player, and one in which the player 
assumes control of the baby directly. While caring for the baby, the 
player can interact with them through touchscreen (stylus) control, 
and by giving the baby objectives to play and interact with. The 
objective of the game is to influence the baby to perform as many 
unique actions as possible. Each time a new action is performed, the 
player receives points. These points can be spent on more objects, 
which can in turn be used to influence the baby to perform even more 
unique actions. The game favors creativity, with many of the unique 
actions requiring a certain level of ingenuity on the part of the player, 
in what they do with the objects, how they combine them and how 
they present them to their baby. 


In the second mode, where the player controls the baby directly, 
points can be earned by participating in events and exploring 
environments. Points are awarded to the player for reaching new 
areas (such as high cupboards in a kitchen) or completing new 
challenges (such as placing first in a multiplayer race). These points, 
like the points received from new baby actions, can be spent on 
objects and set decorations. Additionally, the more the player 
interacts with their baby in the other (care) mode, the more mobile 
the baby becomes. This directly impacts the second (directly- 
controlled) mode as the player can only move as fast and jump as high 
as their baby has learned to. 


All of this is designed to keep the player alternating between all 
modes of gameplay, and exhausting every gameplay possibility before 
moving on. 


3. The Playpen 
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During caring mode, where the player does not directly control their 
baby, all interaction occurs within a playpen. In this simplistic 
environment, babies can play with any of their toys (and even each 
other, through a local wireless connection with a friend). The playpen 
is meant to be a safe, comforting, non-distracting environment where 
the player can play with their baby indefinitely and allow them to 
interact with a myriad of objects and toys. The playpen is also 
designed simply in order to free up as many polygons and system 
resources as possible for the babies themselves; as opposed to 
multiplayer and activity environments, babies in the playpen setting 
are very high-resolution and relatively high-poly for a Nintendo DS 
character. The playpen itself is little more than 4 walls and some 
charming textures. 


Additional information on the playpen environments, as well as a 
complete list of all playpen environments will be available in the next 
GDD. 


4, Reward System 


To differentiate the game from other sandbox-style games on the DS, 
and also to drive players to continue playing until everything is 
unlocked, a reward system exists wherein the player receives one or 
more points for every new action their bay performs. Many of these 
actions involve the baby's basic mobility, although the majority of 
them involve interaction between the baby and one or more objects in 
the game. Points earned from these actions can be spent on more 
objects, unlocking even more possible actions. 


This game is meant to appeal to the 'Gotta Catch 'Em All' type of 
gamers that play through a game until its possibilities are absolutely 
exhausted. However, because of the ease of which actions are 
unlocked and the frequency that new actions appear, even casual 
gamers should be drawn into the process. Points collected are 
communal and can be used in conjunction with any save file on the 
cart. Additionally, points earned during multiplayer games (where the 
player has not necessarily loaded up a baby, unless when hosting a 
game) also automatically pour into that communal total. 


Specific information regarding reward currency and how it will be 
distributed and spent will be available in the next GDD. 
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3. Baby Selection 


When the player starts up a new game (there are 4 save slots 
available), they are asked to select a baby to take care of. The player 
is asked to first select between the four types of baby - baby ogre, 
dronkey, gingerbread baby or kitten in boots - and then to select 
which specific baby they choose. Number of babies within a type 
depends on characters from the Shrek films, and is not necessarily 
equal - so the player may be able to select from 5 different dronkeys 
but only 3 ogre babies. 


Once this baby is selected, the player accesses him/her each time they 
load up their game. This baby then stars in all gameplay (playpen, 
activity, multiplayer) and continuously earns the player points, while 
learning new abilities as well. The player can start up a new game 
with any of the other 3 types of babies at the same time they are 
developing their initial baby. One of each type of baby can be saved at 
a time, using the 4 save slots to record progress. Babies from different 
save slots can interact together, although the player cannot save more 
than 1 of each baby type at a time (i.e., two ogre babies). This is to 
encourage the player to try out all types of babies, and also unlock 
new baby activities that can only be discovered by pairing up different 
types of babies in the playpen. 


Additional information on baby selection will be available in the next 
GDD. 


6. Baby Behavior 


Baby AI (artificial intelligence) is at the heart of this game. Although 
the player can present their baby with an object, they cannot force 
them to interact with it. Therefore it's up to the player to decipher the 
mood and focus of their baby, and use that to their advantage. 


Babies begin the game very quiet and introverted. Success in 
activities, however, boosts their confidence and causes babies to not 
only become more mobile and vocal, but more aggressive performers, 
too. Just like the player, babies want to discover as many abilities and 
tricks as possible. If the player uses their objects well and gets their 
baby to perform several unique actions in a row, the baby will feel an 
immense sense of accomplishment and will be driven to perform even 
more tricks. However, if the player is not able to engage their baby, or 
their baby is consistently confused or bored by how the player is 
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interacting with them, the baby may become apathetic and resist 
attempting new actions. 


Baby temperament plays a small, but key role in this game. If a baby 
becomes bored, excited, giddy, fearful, shy or apathetic, it drastically 
changes what actions the player will be able to convince the baby to 
perform. Players must learn to approach each challenge from a 
variety of ways, in order to best engage and excite their baby. Any 
baby mood is temporary and does not necessarily affect the player's 
overall game. So if a baby happens to be grumpy because it dislikes 
its selection of toys, it will not necessarily be grumpy right away, the 
next time the player loads up their save file. Additionally, purchasing 
the baby new toys may pull it out of its funk. 


Additional information on baby behavior will be available in the next 
GDD. 


7. Attributes and Abilities 


Although the babies in this game do not actually 'grow up' or increase 
in size, there is a moderate amount of mental growth that occurs in 
each baby's development cycle within the game. Each baby begins 
with slower reaction time and very limited mobility. As the player 
engages the baby and showers it with interesting toys, the baby 
becomes better developed, responds more quickly to stimuli and 
becomes far more mobile. Examples of mobility development for each 
of the four baby types is as follows: 


Baby type Stage 1 Stage 2 Stage 3 Stage 4 

baby ogre crawling/ standing walking running/ 

rolling leaping 

dronkey walking galloping hovering flying 

slowly 

ginger baby | _ immobile standing walking running 

kitten in walking (4 walking (2 running leaping/ 

boots legs) legs) climbing 


Development relates almost entirely to time spent with the baby and 
points achieved through them. So any player who spends a great deal 
of time on their baby will eventually unlock that baby's full mobility 
potential. This is particularly critical as the player is limited in the 

non-playpen environments by their baby's level of mobility at that 

time. So in order to have a fighting chance at winning the top prize in 
multiplayer competitions, the player must adequately develop their 
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baby's basic abilities. Luckily, most of this development occurs 
relatively early on in the game. 


Additional information on baby attributes and abilities will be 
available in the next GDD. 


&. Character Cameos 


In addition to the four baby characters in the game, a wide variety of 
characters from the Shrek films also make an appearance in the 
game. Because the game's emphasis is on the babies, and a baby's 
perspective of the Shrek world, these cameos are kept relatively low- 
key and tongue-in-cheek; players never take control of Shrek or 
interact with him at length, although he pops up frequently (often 
through sound clips) to reinforce that this is a Shrek game. 
Oftentimes, these characters are highly environmental (i.e., popping 
their head out of a door or window, but never fully emerging into the 
world). A list of movie characters who make a cameo in the game 
follows (along with the circumstance of their cameo): 


1. Shrek: The grumpy, green ogre makes several minor appearances 
in the levels surrounding his swamp. 


2. Fiona: Fiona can be heard and partially seen threatening the 
babies to stop messing up her garden, in one of the multiplayer mode 
games. 


3. Donkey: Shrek's cheerful companion joins the babies in the Muffin 
Man's kitchen, where Donkey cooks up everyone a delightful 
assortment of airborne pastries. 


4. Dragon: The dronkeys' mother appears in all activities that take 
place in the dragon's keep. Dragon is never seen in a full-body shot, 
but rather when her heads or tail pokes into the scene through one of 
the keep's doors or windows. 


5. Puss in Boots: The swashbuckling feline makes his appearance in 
one of the multiplayer games, where Puss leads the babies (who have 
freed him) out of King Harold's prisons. Puss is one of the few film 
characters to exist as a fully-drawn 3D character in this game. 


6. Pinocchio: Geppetto's wooden boy makes an appearance in his 
father's workshop, where the babies must choose to either avoid or 
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taunt the puppet. Like Puss, Pinocchio is a fully-realized character 
that can be seen and interacted with. 


7. Gingerbread Man (voice only): During games occurring in the 
Muffin Man's bakery, the Gingerbread Man can be heard threatening 
the noisy, rambunctious babies. 


8. Merlin (voice only): As the babies ransack his laboratory, 
Merlin's stern voice can be heard occasionally in the next room. 


9. King Harold (voice only): The king's voice can be heard booming 
over the loud speakers in both the Far Far Away race, and the Puss in 
Boots prison break levels. 


Additional information on these characters will be available in the 
next GDD. 


9. Additional Characters 


In addition to key characters from the film, incidental and less 
important characters also pop up in some of the levels to help flesh 
out the Shrek world. 


Additional information on these characters will be available in the 
next GDD. 


10. Control Scheme 


There are two primary control schemes in the game. When interacting 
with their baby, the player will use the touchscreen almost 
exclusively. This is also used heavily during the micro game modes. 
The other control scheme, which focuses more on use of the +control 
pad and face buttons, is used for all activity, mini game and 
multiplayer modes. 


A. Playpen _and micro game modes: During gameplay in the 
playpen and during the micro games, controls are similar to the 
following: 


Touchscreen: Drag / move objects, interact with baby, purchase 


items; move baby (micro games) 
+Control pad: Pan camera in 4 directions (optional) 
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Start Button: Pause game / access menu 
Microphone: Give short commands and requests to the baby 


B. Activity, mini game and multiplayer modes: During gameplay 
in the activity, mini game and multiplayer modes, the player controls 


their baby directly. Controls in this mode are similar to the following: 


+Control pad: Run baby around in 8 directions 

A Button: Jump / climb when dangling 

B Button: Perform action (push, open, pick up, drop) 

X Button: Spawn object (such as block, candy, etc) 

Y Button: Cycle through available objects to spawn 

L Button: Rotate camera left 

R Button: Rotate camera right 

Start Button: Pause game / access menu 

Touchscreen: Tap to cycle through various camera distances 


11. HUD 


The Heads-Up Display (or HUD) is the information always present 
onscreen that relays pertinent information to the player. The HUD in 
this game varies depending on the current game mode, but can 
include: 


1. Time remaining: During time-based races and challenges, the 
remaining time may be displayed at the top of the screen. 


2. Most recently-learned activity: Each time a baby learns a new 
action, the action is listed temporarily onscreen, to draw the player's 
attention to what was just achieved. 


3. Current ranking: During challenges where babies are in direct 
competition, a ranking system may display to indicate who has won 
the greatest number of challenges, or who is currently in the lead of 
the current challenge. 


4. Object total: In some of the endless micro games, a tally may be 
kept of how many objects are avoided, destroyed or collected. 


5. Currency total: In various modes of play, particularly the playpen 
and store, the player's current currency total may be displayed to give 
them an idea how well their baby is performing, and what objects and 
accessories they can afford. 
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One of the goals of this game is to completely integrate all HUD and 
menus with gameplay. This means that the player will never be 
removed from active gameplay in order to browse through 
information or options in the game. this is achieved by using a system 
of semi-translucent options, HUD elements and menus that appear 
above the on-screen action when needed, and dissolve when not 
needed. 


Additional HUD elements and information will be available in the next 
GDD. 


12. Baby Store 


As the player earns points from their baby's unique actions, these 
points can be spent in the local shop. Accessing this mode transports 
both the player and their baby to an environment similar to the 
playpen, except with a nearly unlimited supply of toys and objects at 
their disposal. 


Any object on sale at the store can be handed to the player's baby to 
interact with, prior to purchase. This allows the player to get a basic 
idea of how their baby might enjoy a given item, although no action 
points can actually be earned from a baby testing out a toy in the 
store. A baby's interaction with the objects here also doesn't 
necessarily predict exactly how they will use the item in the playpen, 
either; a baby may play with an object in the store with great 
dedication, but find it boring once the object is purchased and 
brought back to the playpen (depending on their demeanor at the 
time). Rather, the baby's actions with an object in the store are merely 
meant to give the player a better idea of the purpose of the toy. 


Greater detail on how the store functions will be available in the next 
GDD. 


13. Objects and Pricing 
A complete list of objects, their use, rarity and cost will be available in 


the next GDD. 


14, Object Combinations 
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Many objects can be combined in order to create new action 
opportunities for the player's baby (such as balancing a ball on top of 
a block). A complete list of object combinations will be available in the 
next GDD. 


15. Activity Environments 


Activity environments are essentially playgrounds where the player 
can take their baby for a test drive. There are no specific goals here, 
although each area is littered with fun objects to interact with, plenty 
of hidden points (usually tied to reaching a specific location in the 
room) and access to the single-player micro games. Following is a list 
and brief description of the four activity environments in the game: 


1) Shrek's Kitchen & Dining Room: The babies run around Shrek's 
kitchen and dining room, on his table and chairs, hopping up on his 
cupboards and getting into his utensils, much to the dismay of the 
grumpy ogre who shouts at them from the other room. 


2) Merlin's Laboratory: The babies explore Merlin's laboratory, 
fiddling with potions and inventions (even holes that warp from the 
player one spot in the room to the other). 


3) Dragon's Keep: The babies scamper around Dragon's home, 
climbing up tower walls and bouncing off hay bales. Just don't wake 
Dragon, she's had a long night! Dragon's tail pokes out from one side 
of the room. If she's woken up, she'll pop her head in from the other 
side to lecture those noisy babies. 


4) Geppetto's Workshop: The babies explore Geppetto's cluttered 
workshop, filled with toys and puppets (including one famously-cranky 
puppet who wants to be a real boy). Interactive toys, chests and 
ladders to new areas make this environment a blast to explore. 


Greater detail on these four environments will be available in the next 
GDD. 


16. Mini Games 


Mini games are primarily multiplayer activities that can be played 
between several players wirelessly, to compete and earn more points 
for spending. Additionally, some of these games can be played in a 
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single player mode, with additional babies controlled by the game's 
AI. Mini games available include: 


1) Treasure hunt in Fiona's flower garden: Donkey has it on good 
authority that there's treasure buried in Shrek and Fiona's garden. 
Leave it up to the babies to find it! 2 to 4 babies rampage the garden, 
digging into random spots looking for treasure. Surprisingly, plenty of 
coins and junk (which translate to points) are buried around the 
garden, although this doesn't help Fiona's flowers from getting ripped 
out. Players must find as much treasure as possible before Fiona 
(inside their home) realizes what's going on and storms outside. Fiona 
gives a warning cry before popping her head out the front door. 
Players can keep the hunt going by hiding their baby behind a bush 
until Fiona heads back inside. 


2) Race through traffic in Far Far Away: The babies got loose in 
Far Far Away kingdom and are having a race through the royal 
streets. Players must avoid bumping into passersby and carriages as 
they run their way around each lap of the race. If an object is about to 
hit a baby, the baby will auto-react by hopping onto the object 
(getting carried offscreen and temporarily out of the race). They 
return a few seconds later, having lost a little ground in the race. The 
winner is whichever player reaches the finish line first on the last lap. 
This game is also available for play with only 1-player (and AI- 
controlled baby opponents). 


3) Muck tag in Shrek's swamp: It's time for a game of tag in 
Shrek's swamp. One player begins as being "it" and chase down one 
of the other babies to make them "it". Babies can run at a set speed, 
or can sprint temporarily by mashing the B Button. This must be used 
conservatively though, as exhausting a baby's sprinting strength 
makes them pause to catch their breath (an easy target). When the 
time limit ends, whoever has collectively been "it" for the least 
amount of time wins and takes home the most points. Because it's a 
swamp, players can also slide away from their pursuer (although this 
takes a few seconds to get back up from after). 


4) Escaping King Harold's dungeon with Puss in Boots: Puss has 
been wrongfully imprisoned (really, it wasn't his catnip!) and the 
babies have decided to break him out for the fun of it. Players must 
follow Puss as he leads the way out of the castle dungeons, all the 
while avoiding any knights that come near them. If a baby is captured 
by a knight, they must sit the rest of the round out. The game ends 
when only one baby and Puss remain, at which point they make their 
exit. The camera in this game (if possible) will emulate an episode of 
K.N.LG.H.T.S. (the C.O.P.S. parody), so that the player has that 
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giggly, following camera perspective as seen in the show during 
pursuits. This game is also available for play with only 1-player and 
Puss. 


5) Pastry buffet at the Muffin Man's with Donkey: The babies 
have a sweet tooth, and Donkey knows exactly where to take them. 
Players join him in the Muffin Man's bakery as Donkey rummages 
through the baking supplies and starts cooking up a storm. Players 
must run around, gobbling up as much sweets as possible. Each time 
a baby finds a treat, they stop for a few seconds to gobble it up before 
being able to move on. Some treats have to be hopped up to reach, 
while others are cooked and distributed by Donkey during gameplay. 
The winner is the player who eats the most treats before time runs 
out. This game is also available for play with only 1-player (and AI- 
controlled additional babies). 


Greater detail on these games, how they work and how points are 
earned during them will be available in the next GDD. 


17. Micro Games 


Mini games have a specific goal, objective or end defined that all 
players are racing to reach first. Micro games, on the other hand, are 
more intimate, tiny single-player challenges that can be played 
indefinitely, to rack up points and set a new high score. These games 
are simple, addictive and only end when the player decides to stop or 
fails too many times. Micro games are hidden in the activity 
environments (one game per environment) and can be accessed by 
walking the baby up to the access point - usually a specific cupboard, 
drawer or object. Play control in each of these games is greatly 
simplified over other modes of the game, and also relies heavily on the 
touchscreen stylus input. Specific micro games include: 


1) Kitchen Toss with the baby ogres (set in Shrek's Kitchen & 
Dining Room): The babies are rummaging through Shrek's pantries 
looking for sweets. Controlling a baby on the ground, the player must 
dodge any dangerous objects thrown down to them by the other 
babies (knives, pots, pans) and get under any edible objects (cookies, 
crackers, candy) that fall their way. 


2) Chemistry Set with the gingerbread babies (set in Merlin's 
Laboratory): The gingerbread babies are messing with Merlin's fancy 
potion sets in order to make themselves even sweeter. The player 
must create as many sweet potions as possible using the stylus to 
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drag liquid through each of the tubes and containers in the proper 
order. Letting any component boil for too long, filling up and spilling 
over a glass, or moving the stylus out of the tubes while tracing a path 
ends the game. 


3) Target Practice with the baby dronkeys (set in Dragon's 
Keep): Dragon likes to keep her babies in shape, and that includes 
their lungs! Dragon tosses bales of hay into the air and the player 
must target them with the stylus, tapping to send a puff of fire out 
from the baby dronkeys. The player must hit every bale tossed into 
the air, but also not fire too fast or miss too many shots, as the 
dronkeys quickly become tired and may need to rest. If they player 
exhausts all of the dronkeys, or if they miss a bale altogether, the 
game ends. 


4) Wall Tagging with the kittens in boots (set in Geppetto's 
Workshop): Puss's children are feeling mischievous and decide to 
test out their sword skills on the wood in Geppetto's workshop. The 
only problem is Pinocchio is trying to sleep, and he doesn't appreciate 
being woken up or having his home vandalized. The player must swap 
between each of the kitties, moving around stealthily and scratching 
their name on any piece of wood (wall, chair, table, or even Pinocchio 
himself!). If the kitten moves too quickly or makes too much noise, 
Pinocchio will wake up and chase them. Because the player can swap 
kittens at any time, they can also distract Pinocchio with one kitten, 
then quickly make a tag behind his back with another. The game ends 
when Pinocchio successfully catches one of the kittens red-pawed. 


Greater detail on these games, how they work and how points are 
earned during them will be available in the next GDD. 


18. Multiplayer Modes 


The game offers several multiplayer options for friends with more 
than 1 copy of the game. With 2 to 4 Nintendo DS systems, and one 
copy of the game in each system, friends can challenge one another in 
any of the mini game activities. Additionally, players can bring their 
babies together (2 maximum) in a playpen to interact with one 
another. Many desirable baby activities can only be unlocked when 
two babies interact with one another, earning points for both players. 
Players can also trade objects with one another while connected. 


More detail on all multiplayer modes will be available in the next 
GDD. 
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19. Local Wireless Multiplayer 


This game makes use of multi-cart wireless (local) multiplayer 
connectivity for all mini games, object trading and dual-baby playpen 
experiences. The game does not make use of Nintendo's Wifi online 
connectivity. 


More detail on exactly how multiplayer works in this game will be 
available in the next GDD. 


20. Game Sharing and Demo Mode 


In addition to previously-described multiplayer modes, which require 
each player to own a copy of the game, a game-sharing mode is also 
available. With this, a player can stream a sample mode from the 
game to a friend with a Nintendo DS system (but no copy of the 
game). This game mode can be played indefinitely on the friend's DS 
system, until they power it down. The available mode may either be a 
single-player sampling of gameplay, or a (reduced in scope) 
multiplayer challenge, depending on what technology allows. 


In addition to this, a sampler demo of the game will also be made to 
Activision that can be downloaded from kiosks at retailers such as 
Toys R Us and EB Games. This demo will be supplied separately from 
the final game file, and geared specifically toward enticing gamers to 
purchase this game. 


More information on both of these demos will be available in 
subsequent GDDs. 


21. Legal and Logos 


When the game is powered up, there will be the standard legal/logos, 
followed by the title sequence which ends on the title screen. The 
legal screen may be combined with the logo screen, pending publisher 
input. 


Company logos will remain onscreen for a minimum of 1 second, after 


which time the player can bypass them by pressing the Start button. If 
no button is pressed, each screen will fade out after about 4 seconds. 
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22. Title Screen 


After powering on, the player should be able to reach the title screen 
with only 3 button presses in 3 to 5 seconds time. At the bottom of the 
legal screen, the words Licensed by Nintendo will be clearly visible 
for at least 2 seconds. On the title screen, the following phrase will be 
displayed below the title: 


Press START 


Once the player presses the START button, they will be prompted to 
either select a previous save file, begin a new game or enter an 
additional mode (such as multiplayer or game sharing). Any of these 
options can be selected in order to advance. 


23. Menus 


Section forthcoming. 


24, Saving 


There are four save file slots in this game, one for each type of baby. 
Because the game features a different set of achievable actions and 
points for each type of baby, the player is encouraged to ultimately 
raise one of each baby type to get the most out of the game. Each time 
the player powers on the game, they must decide which 4 babies to 
interact and play with. Points are distributed so that any one baby can 
only achieve a maximum of 25% of the available actions within the 
game. 


There is no manual saving structure in the game. Every time a new 
action is achieved or an item is purchased or sold, the game 
automatically saves. This type of incremental saving will be woven 
into the gameplay discreetly enough that the player will never feel as 
if they're being taken away from the gameplay to save their progress 
(although Nintendo may still require saving messages to run along the 
bottom of the screen, reminding not to power off during these 
moments). The goal of this saving structure is to simulate real life, 
where progress is automatically recorded without pause, and where 
progress is never lost. 
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Players have the option to reset any of their save slots and begin anew 
with a fresh baby. Any points resulting from actions of this baby will 
be removed, however, so that the player can enjoy the same action 
achievements all over again with the next baby. Deleting all four save 
slots essentially resets the cart to new condition. 


A 'trial mode' may also be available, wherein the player can load up a 
save file but not have that file affected by anything that happens 
during play (achievements, spending, etc). This mode is ideal for 
handing the player's DS to a friend who wants to check the game out, 
without actually allowing that friend to impact the player's save files. 


Additional information on saving will be available in subsequent 
GDDs. 


25. Cinematic Sequences 


Section forthcoming. 


26. Game Script 


Section forthcoming. 


27. Extras 


Several extras may be unlocked through standard gameplay. These 
will be determined further into the game's development. 


28. Secrets & Codes 


Section forthcoming. 


Shrek Babies GDD v1 16 WayForward Technologies 


